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Map of Ellesland created by Shaun Hately 
(http:/Aibraryofhiabuor.net/maps.html) 


Maps used with permission from Heroic Maps 
Scenario maps created using the following sets. 
Ruins of Trostenhal - Entrance 


Ruins of Trostenhal - Feast Hall 


Ruins of Trostenhal - Kings Hall 


Ruins of Trostenhal - Vault & Forge 


The Ruins of Trostenhal is fairly location agnostic, it should be set in the foothills of a 
mountain range or in the mountains themselves but other than that it could be in any northern 
part of Legend. 


This scenario was written to continue from The Fallen Monastery but can be worked in to 
other campaigns easily. 


N 


Characters that are fleeing the Thulandic warband from The Fallen Monastery will soon hear 
chase behind them as they head north. The characters will escape unless they are determined 
to do something foolhardy. Emphasise to them that fleeing is the only way forward. Give 
them the impression of making this escape by the very skin of their teeth. The stats for the 
warband are in The Fallen Monastery. 


Ifthe PCs have only just escaped them then the option of having them followed into the 
ruins. This could make for an interesting game of hide and seek with both sides not knowing 
what dangers lay around the corner. 


The characters will stumble upon the partially ruined entrance to Trostenhal just after dusk. 
The ruins are cold and dark, even if the scenario is set in the summer the interior is not warm. 


Over the time that has passed since the Dwarven Clan left the area, Trostenhal has suffered at 
the hands of the occasional looting party, as well as wild beasts and the elements. 


Many centuries back, an earthquake opened cracks in the walls and floors and who knows 


what crept from the depths of the mountains to make the crudely formed tunnels that now 
join Trostenhal to the unseen realms below. 
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Ifthe GM wishes to use a purely random set of encounters whilst the party hide in the ruins 
then consult the table below and ignore the encounters described later on. 


Chance of Encounter: 15% (check every half hour) 


d100 roll Encounter 

01-02 Basilisk 56-65 Goblins (1—6) 
02-11 Bats (2-20) 67-68 Manticore 

12-15 Dwarven adventurers (3-9) 69-80 Ogre 

16-36 Human adventurers (2-8) 81-87 Orcs (3-12) 
37-40 Gargoyles (1-3) 88-94 Skeletons (3-18) 
41-43 Ghost 95-96 Wight 

44-49 Giant Rats (2-16) 97 Wraith 

50-54 Giant Spider 98-00 Zombies (2-12) 


55-56 Gorgon 
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Maps used wit permission from Heroic Maps 

the party now is one of ruin, ready and able to defend their 
with collapsed columns, home. 

broken walls and one of the 

mighty doors missing. But Time and robbers have ruined 
still, it is a magnificent sight. or removed it all. 


01. The Great Hall 


Ascending the wide steps and 
passing through the arched 
doorway into the Great Hall 
is an eye widening occasion 
even now. What it must have 
been like all that time ago 
when the halls were lit and 
full of life is indescribable. 


As it is, the sight that awaits 


02. The Guardroom 03. Weapons Store 


Once the first point of defence Once bristling with 

for Trostenhal, the Guardroom armaments, the dusty weapon 
was equipped with everything racks here now stand empty. 
needed to keep the soldiers 


Trostenhal - Feast Hall 


now all sadly missing. 


If the characters take a close 
look in the corner where the 
wall has fallen in, they will 
find a non-magical, but well- 
crafted warhammer, carved 
with the runic emblem of 
Trostenhal. 
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04. The Feasting Hall 


Whilst broken columns 

and walls again dominate 

the view, the remains of 

the feasting hall show that 

it was a mighty place where 
friends and comrades ate and 
drank under the watchful eyes 
of the King and his thanes. 


Nowadays,the only 
watchful eyes in the hall are 
those multiples owned by a 
large and dangerous Giant 
Spider sitting high above the 
middle of the hall. 


The spider will descend and 
surprise the party if it gets the 
chance. 


Giant Spider 


Attack 15 

Bite (d6, 3) The bite of 
a Giant Spider carries a 
powerful venom. 


Anyone wounded by the 
Spider must attempt to roll 
less than or equal to their 
Strength on 3d6. 


If they fail, they will 

be paralyzed within 2—12 
Combat Rounds and dead 
within ten minutes. 


Defence 2 

Armour Factor 1 

Evasion 4 

Reflex 6 

Stealth 19 

Perception 11 (Panoptical) 
Magical Defence 4 

Health Points 9 
Movement: 15m (20m) 
Rank-equivalent: 2nd 


05. The Thane Hall 


Gaping holes ruin the walls 
of this once important room. 
Here the King and his thanes 
would meet in private, to talk 
and eat, away from the prying 
eyes that usually surrounded 
them. 


The holes lead to rough 
walled passages that lead 
further into the mountains. 


The air in them is foetid and 
unwelcoming. 


06. The Pantry 


Once storing food for 

the kitchen that cooked the 
sumptuous meals, meals 
guzzled in the Feasting Hall, 
this room is now near empty. 
Like the Thane Hall the walls 
are ruined and pitted with 
holes. 


07. Kitchen 


Once bustling with activity 
to feed the King, his thanes 
and the rest of those that took 
their meals in the Feasting 
Hall, sadly this room lies in a 
terrible state of repair. 


Ruined walls and a giant 
crack in the floor that let a 
chilly air seep into the room 
this room. This is far from 
ready to be used to cook 
anything. 


08. Beer Cellar 


Always a cold place, even 
when Trostenhal teemed 
with life, the beer cellar is 
now a graveyard for empty 
barrels. 


If the PCs move the barrels 
around or disturb them in any 


way, they will rouse a nest of 
Giant Rats. 


These creatures are the 

usual food for the Giant 
Spider and are aggressive 
towards anyone that they feel 
that threatens them. 


Giant Rats 


Attack 9 

Bite (d3, 3) 

Defence 2 

Armour Factor 0 
Evasion 4 

Reflex 14 

Stealth 17 

Perception 8 (Darksight) 
Magical Defence 2 
Health Points 3, 4, 4, 5, 6, 7 
Movement: 12m (25m) 
Rank-equivalent: Ist 


After any encounter with 
them there is a 2% chance 
for each character of 
contracting the Black Death 
which is fatal within 1—4 
weeks unless cured by magic 
(see Dragon Warriors p.91 
(Corgi Book 1) and p.126 of 
the Dragon Warriors Core 
Book) 


For characters with open 
wounds, the chance of 
infection is 5%. 


09. Waiting Hall 


Standing in the now 
shattered ruin ofthe Waiting 
Hall gives no real sense of 
what it was like in the days 
when Trostenhal was alive 
and busy. 


All manner of envoys and 
subjects must have stood 


where the characters are now 
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waiting for their audience, 


short or long, with the King. 


10. Throne Room 


Fallen walls and toppled 
columns cannot hide the 
magnificence that is the 
Throne Room. 


The throne rests atop a dais, 
as if carved in one piece. 


If the characters spend more 
than a few minutes in this 


room then have them all make 


Perception checks. Those that 
roll less than or equal to their 
Perception realise that the 
room is getting colder. 


If they linger further, then 
they will encounter the Ghost 
of a long dead King. 


Ghost of the Dwarven King 
Terror surrounds ghosts. 


The living automatically suf- 
fer a Fright Attack of usually 
1d12 intensity when encoun- 
tering Ghosts (see Dragon 
Warriors p.91 (Corgi Book 
1) and p.122 of the Dragon 
Warriors Core Book). 


This Ghost’s Fright Attack 

is only of 1d6 intensity; he 
wants an item hidden in his 
throne found and is doing his 
utmost to not scare his first 
visitors in ages to death. 


This Ghost is of a shorter than 
average size and rather broad. 


His translucency makes his 
features indistinct and hard to 
make out. 


If the characters survive the 
Fright Attack and investigate 
the throne further they may 
be able to find a secret but- 
ton, hidden at the base of the 
throne. 


If pushed hard enough, a 
catch releases and the seat of 
the throne lifts, revealing the 
treasure inside. 


Inside the seat of the throne 
is a breast and backplate en- 
graved with Dwarven Runes. 


It can only be worn by 
someone less than 1.4m tall 
as it is fashioned for a Dwarf, 
not a Human. 


If worn this counts as a Plate 
Cuirass +3 (AF6) 


If a character wearing it lat- 
er has an encounter with 
Dwarves they may have a 
problem explaining how they 
come to be wearing it, as this 
is the fabled, to the Dwarves 
at least, missing armour of 
Trannic Many Tears. 


11. Heroes Hall 


Decorating what is left of 
the walls in this area and the 
pillars still standing are life 
like carvings of warriors in 
battle, including one fighting 
what could only be a Dragon. 
As if such things were real! 


12. Private Reception Room 


Any character wounded by 
one must roll less than or 
equal to their Strength on two 
six-sided dice (2d6). 


If they fail this roll, the 
character loses an additional 
1d6 Health Points. 


Defence 5 

Armour Factor 2 
Evasion 3 

Reflex 8 

Stealth 9 

Perception 9 (Darksight) 
Magical Defence 10 
Health Points 16 
Movement: 8m (16m) 
Rank-equivalent: 6th 


Its eyes swim with unnatural 
colours, and anyone meeting 
its terrible gaze may be turned 
to stone by a Magical Attack 


All the King’s business wasn’t 20 vs the victim’s Magical 


done in his throne room or 
Thane Hall, some was held in 


Defence (see p.123 of the 
Dragon Warriors Core Book 


private here. The furniture and for the full rules concerning 


wall hangings are long since 
looted or destroyed. 


Should the characters linger 
in this room for any length 
of time, roll a D100 every 30 
minutes. 


There is a 15% chance that 
the Basilisk that lives in this 
area will return. 


Basilisk 


Attack 16 

Beak/Claw (d8, 3) - The 
claws and beak of the Basilisk 
carry a weak poison. 


Gaze Attacks). 


To view a Basilisk in safety a 
mirror must be used; Basilisks 
are not affected by their own 
reflected gaze. 


Trostenhal - Vault and Forge 
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13. Entrance to the Vault armour and shields were 16. Hall of Kings 

stored but now is empty of 
The doors to the Vault and anything usable. Towering statues are on both 
Forge lie ahead, closed and sides of the room, done in a 
showing the passage of time 15. Weapon Store heavily stylised manner, their 
only by the amount of dust on regal nature is easy to see. 
them. As with the Armour Store, 

this was once used as a The crowns upon their heads 
14. Armour Store backup to the weapons stored confirm any suspicions. 

in the guardroom and is just 
As the backup for the main as empty. 
guardroom, this is where extra 


17. Hall of Craftsmen 


Like the Hall of Kings, the 
walls on either side of this 
hall have stylised statues 
holding several tools, clearly 
marking them as examples of 
craftsmen. 


18. The Forge 


Broken doors lead to 

a great hall filled with the 
workbenches, anvils, and 
forges of many craftsmen. 


At one end is yet another 
stylised statue of a craftsman, 
this time clearly a smith. 


At the other end is an 
archway that leads to the 
Master Smithy. 


19. Master Smithy 


A towering statue looms over 

a large anvil, raised above the 

floor on a dais flanked on both 
sides by more stylised statues 

of craftsmen. 


Lying on the anvil is a large, 
rune encrusted hammer, 
untouched by time or the 
elements. 


Hammer of the Forge (D6, 
4), this magic item handles 
like a smith’s hammer but 
hits like a mace. It is counted 
as a magical weapon for the 
purposes of determining what 
can be damaged by it but, has 
no bonuses to hit or damage. 


In addition to the damage it 
does when used as a weapon 
the following rules apply: 


Upon hitting a shield or any 
type of metal armour it has a 
1 in 6 chance of destroying 
what it has hit in a burst of 
sparks and flying shards of 
metal that inflict a further d6 
damage on the wearer. 


If used on metal items such 

as door locks or hinges the 
same thing occurs, Inflicting 
no damage to anyone or thing 
but the item is breaks and falls 
into pieces. 


All of this whilst making 
virtually no noise. 


20. The Treasury 


This chest filled room has 
taken damage in one corner, 
but the chests are all still 
secure. 


Each chest is locked and will 
require either being picked or 
breaking them open. 


If broken or forced open, they 
release a cloud of gas. 


This once-deadly poison is 
no longer so potent, age has 
reduced its ability to harm 
but it still makes anyone that 
succumbs to it very sick. 


Everyone within 10 feet 

of the chest that is smashed 
open is subject to a weak 
poison attack 


(see Dragon Warriors p.68 
(Corgi Book 1) and p.122 of 
the Dragon Warriors Core 
Book). 


In addition to any damage 
that they may have taken, or 
not, they are incapacitated 
by the violent vomiting that 
also happens for the next D6 
minutes (roll per person). 


The contents of the chests can 
be randomly created using 
the treasure generator on the 
Cobwebbed Forest website 

or made up by the GM to suit 
the campaign. A selection of 
pre-designed contents for the 
chests can be found at the 

end of the scenario, after the 
players handouts. 


All the coins are of a style 
that none of the characters 
recognise and moving such a 
haul will prove impossible on 
their own. 


The chests are protected by 
more than the poison. 


Regardless of whether the 
chests have the locks picked 
or are smashed open the 
guardian of the treasury 
will make life for the 
characters very interesting. 


The treasury is protected by 
an Ice Spectre. Ice Spectres 
appear as a pair of spectral 
arms reaching out from a 
frozen section of wall or floor, 
striking with a Speed of 14. 


Anyone failing to evade will 
be grabbed by one ofthem 
and drained of 2d6 HP ifthey 
fail to save against a Magical 
Attack of 19. 


The icy, spectral hands feed 
upon the warmth of the living, 
drawing away life to sustain 
themselves. 


Once the arms have drawn 
away 10 Health Points in this 
fashion, an Ice Spectre will 
suddenly congeal in the icy 
air and attack. 


Ice Spectre 


Attack 19 
Icy claws: when these strike, 
treat as a magical attack. 


Chill claws will clutch at the 
victim’s heart and they will 
take damage as shown by the 
table below. 


Roll (2d6): 
23456789101112 
Damage (Health Points): 
11234567 8 9Death 


Defence 9 

Armour Factor 0 
Evasion 4 

Reflex 12 

Stealth 0 
Perception 0 
Magical Attack 19 
Magical Defence 9 
Health Points 10 
Movement: 10m 
Rank-equivalent: 6th 


21. The Vault 


Once the most secure 
location in Trostenhal, like 
many other areas the Vault is 
damaged. 


The contents are long since 
gone but if the characters 
search very thoroughly 
they will find a single silver 
medallion on a chain. 


Both chain and medallion 
are heavily tarnished but if 
cleaned up there is a runic 
symbol engraved on it. 


This is the symbol for 
Trostenhal. 


22. Broken Hall 


This hall, out of all the ones 
you have seen in Trostenhal, 
has taken the most damage. 


The way to it is partially 
blocked and the far end is 
filled with rubble from a cave 
in. 


Wherever it led to is long 
since lost, unless one of the 
tunnels that have been dug 
into the area also lead to those 
areas. 


23. Workshop 


Whilst the Forge was used 
to create new items; minor 
repairs and modifications 
to weapons and armour 
happened in the workshop. 


The stone workbench here 
has the remains of just such a 
sword on it. 


Almost completely rusted 
away, this sword would have 
once been a mighty weapon in 
the defence of Trostenhal. 


If the PCs have been tracked 
to, and even into, Trostenhal 
by the Thulandic Warband 
from the Fallen Monastery 
scenario then they may try 
to escape using one of the 
tunnels that have been dug 
into the ruins. 


The one leading from the 
Ruined Hall/Vault area leads 
out to the mountainside after 
about 500 meters. The end 
though is mostly blocked with 
rubble so it will be a bit of a 
squeeze. 


They can use this as an escape 
path, should they feel trapped, 
and then head south again to 
lose their hunters. 


In terms of XP the characters 
should get between 5 and 10 
XP for exploring the ruins 
and getting out alive, plus any 
XP earned for defeating the 
monsters that inhabited the 
ruins of course. 


PLAYER HANDOUTS 


NV 


Trostenhal Medallion 


PRE-DESIGNED TREASURE CHESTS 


Chest 1 - 


Gold Coins: 381 
Silver Coins: 8,065 


A very large Aquamarine of 
average quality worth 975F 


A huge Lapis Lazuli of 
exceptional quality worth 
512F 


A small Fire Opal of superior 
quality worth 833F 


An unremarkable Black Opal 
of low quality worth 913F 


A small Topaz of superior 
quality worth 724F 


A small Opal of superior 
quality worth 639F 


Chest 2 - 


Gold Coins: 645 
Silver Coins: 1,262 


An enormous Moonstone of 
exceptional quality worth 
945F 


A small Aquamarine of 
exceptional quality worth 
662F 


An unremarkable Jade disk of 


unmatched quality worth 
995F 


A huge Rose Quartz of 
exceptional quality worth 
629F 


A large Moonstone of 
breathtaking quality worth 
674F 


A large Amethyst of average 
quality worth 703F 


A very large Lapis Lazuli of 
unmatched quality worth 
628F 


Chest 3 - 


Gold Coins: 531 
Silver Coins: 6,154 


Chest 4 - 


Gold Crowns: 562 
Silver Florins: 4,051 


An enormous Agate of 
exceptional quality worth 
389F An enormous Quartz of 
breathtaking quality worth 
238F 


A small Garnet of exceptional 
quality worth 445F 


A tiny Topaz of exceptional 
quality worth 304F 


Chest 5 - 


Gold Coins: 585 
Silver Coins: 4,126 


A very large Amber 
Medallion of average quality 
worth 263F 


A small Topaz of exceptional 
quality worth 960F 


A large Topaz of poor quality 
worth 518F 


A huge Polished Obsidian 
Sphere of unmatched quality 
worth 413F 


A small Fire Opal of 
exceptional quality worth 
980F 


An unremarkable Garnet of 
breathtaking quality worth 
778F 


A small Amber Bear of 
exceptional quality worth 
213F 


A large Garnet of breathtaking 
quality worth 892F 


A huge Jade Dragon Statue of 
average quality worth 848F 


Chest 6 - 


Gold Coins: 538 
Silver Coins: 8,239 


A very large Turquoise of 
terrible quality worth 108F 


A large Amber Ball of 
exceptional quality worth 
333F 


An enormous Agate of 
exceptional quality worth 
447F 


